Abstract. In this paper we describe different research projects involving users with intellectual disabilities. All these projects aim to enhance daily life activities and make their social integration possible, as the use of interactive technologies plays a significant role in supporting their independence. The users' participation throughout the design process was essential for achieving a usable and accessible product. We conclude by underlying the importance of adopting a user centred design methodology for the specific user group and the potential of an adaptive system to improve their learning experience.
Introduction
After many years of research and practice regarding the interaction between people and machines, it is commonly agreed that user involvement is essential during the design and the development phases of novel applications and services. When users are drawn in, the solutions developed are expected to be more practical and address concrete user needs [10] . Nevertheless, developers and users are very often disconnected from each other. This calls for research on how to integrate all users (each person involved in the scenario, from carers to public agents, including also family and fellowships) throughout the design lifecycle. This approach is especially relevant in projects addressing users with special needs, where there is still a need for further analysis and for exchanging different findings.
Research in advanced learning technologies has a positive impact on the quality of life of disabled people since it can provide them with the means to increase their personal autonomy. In this sense, the CISVI (TSI-020301-2009-20) , AMI4Inclusion (TSI-020100-2008-322) and ACCEDO2.0 (TSI-040200-2009-137) [2] projects, which we present in this paper, share a common challenge, helping people with intellectual disabilities to easily undertake daily life activities. In these projects, we focus on the accessibility, usability, e-learning, e-mentoring and user modelling through diverse implementations, developments and evaluations by following a design approach that focuses on the users. However, these projects address different scenarios: from addressing basic activities for independent life [3] to training for insertion in the workplace [13] , and from enhancing the learning experience in an educational context to creating a safe and accessible social network for recreation.
In this document, when referring to disability, we mainly focus on intellectual and developmental dysfunctions that affect an individual's social, conceptual and practical skills. Most people with an intellectual disability, if diagnosed on time, can have the opportunity to achieve a sufficient level of independence in everyday life. However research towards supporting independent living for people with intellectual disabilities is not so extensive. Within this target group, user needs vary widely, and there is a very broad range of e-Accessibility and usability challenges to be addressed.
State of the Art
Technology offers new ways to overcome specific problems associated with intellectual disability: it allows tutors to produce effective worksheets and provide an organised environment, improving accuracy, presentation and thus motivation and self-esteem [4] . However, specific intervention programmes have only been developed in the last 10 years (e.g. Hutinger, et al., [5] ), making it difficult to assess these results and the real capacity of people with intellectual disabilities. According to the developers of online learning modules and games for individuals with Down syndrome [8] "taking the time to value and understand design from the user's perspective can chart unknown territory and yield transformational results". In the same line, several companies have used interactive tools to support workers with special needs: task organization and communication devices are used as task reminders (Highmark in USA, JobMatch in Australia), provide instructions (Cincinnati Children's Hospital) or communication through images [1] .
The research at the Rix Centre [12] showcases different projects that highlight the potential of multimedia and ICT to enhance daily life. They promote different ways in which people with learning disabilities can explore their personal options and make informed choices, tell their own stories, using interactive media. They also propose effective strategies for encouraging designers to produce websites that are accessible to people with learning disabilities. An example of their work in this direction is a web portal designed specifically with the intended users in mind. The findings from the evaluation with users showed evidence of participant self-directed interest and initiated use of web technologies [17] . A similar study [14] explored the development of an alternative web browser for individuals with cognitive disabilities. They observed how participants interacted with different versions of the browser in order to find the optimal way to enhance their browsing experience.
Still far from being a universally adopted approach, many experimental projects like these are starting to consider final users when developing technology intended for people with intellectual disabilities. The majority of them do so mainly in the final evaluation stages, while others involve them also in the design phase. We adopted this latter approach, as we consider it has a greater potential for achieving usable and accessible products.
